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Future Directions
Motivation Results
Individuals frequently socialize with each other leisurely or
professionally with different etiquettes and attires depending on
the circumstances. As individuals present themselves to potential
new acquaintances, friends, and/or associates, those peers judge
them primarily from a visual perspective, typically focusing on
their looks rather than their actions and characteristics. With the
advancement of technology, individuals meet and socialize more
and more in virtual environments and platforms where they can
change and control the way they look and sound to others. In
addition, individuals are given the choice to exercise different
levels of anonymity on many platforms such as social media,
forum threads, online gaming, etc. In this study, we analyze the
behaviors and preferences of young college students as they
design their virtual avatars both for a business and a leisure
scenario. We investigate the decisions and interactions of the
participants as they create their avatars using quantitative data
such as the number of options they explore and the time they
spend on each option and category. We create a comparative
framework between the avatars created for business versus
leisure purposes. By looking at how users want to present
themselves in the digital world for different purposes, we aim to
provide insights on how to improve sociological aspects of online
interactions and gaming.
We have observed the choices that the students made during the
avatar creation process such as how many times they interacted
with specific options or how long it took them to make decisions.
The participants mobilized getavataaars.com and Screencast-o-
Matic websites, both of which do not require any user information
to access their services. The participants recorded their processes
and shared their videos directly. Those who submit the videos have
also been asked to describe their age, race and gender. These
demographics were collected for further analysis of avatar choice
depending on what behaviors have been observed in the videos.
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In the future, we would like to expand our participant group to a more
diverse set of users from different age groups and communities. We
are also interested in the effects of different scenarios and situations
on user behaviors such as a variety of settings that coincide with




























• Skin color choice was almost instantaneous.
• Gender was significant in several categories.
• More time was spent pondering the outcome of clothing.
• Users spent more time on their pleasure avatars which was an interesting result.
How many categories were different






Which categories changed between the







• Almost all users (97.5%) mobilized
different eye styles and clothes between
the two types of avatar.
• The difference between mouths were to
control expression (smiling vs. neutral).
• It was interesting to see that 1/5 of the
users changed their skin color between
the two types of avatars. This behavior
requires further investigation.
• Although users spent a lot of time with
their hair options, only half of them
changed it between avatars.
We collected data from 40 participants. The












19 and below 20%
20-24 70%
25-29 7.5%
30 and above 2.5%
# of Options
Tested
B. vs. P. 
Female μ
B. vs P. 
Male μ
Hair 6.6 / 8.4 6.7 / 7.6
Eyes 5.6 / 6.9 7.3 / 7.3
Mouth 2.3 / 2.5 2.3 / 4.1
Skin 1.0 / 0.4 1.2 / 1.4
Clothes 5.6 / 10.3 3.0 / 6.1
Time Spent 
(seconds)
B. vs. P. 
Female μ
B. vs P. 
Male μ
Hair 16.8 / 21.2 19.1 / 17.2
Eyes 14.7 / 14.9 16.4 / 23.3
Mouth 6.1 / 7.3 5.9 / 13.2
Skin 2.2 / 0.9 2.4 / 3.2
Clothes 14.3 / 21.5 6.4 / 13.9
